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This listing of claims will resplace all prior versions, and listings, of claicos in the application: 
Listing of Claims 

1. (Cuxiently Amended) In a gaming machine including a master gaming controller:, 
a display device and a mem^ory device, a method of playing a game of chance, the method 
comprising: 

providing in the meriorv device on the gaming machine a three-dimensional geometrical 
description of a three-dimensional object in a three-dimensional gaming environment wherein 
the threenjimensional geom etrical description is for defining vertices and surfaces of the three- 
dimensional object in the tb i reer dimensional gaming: environment; 

receiving a wager fo:= of an indicia of credit on an outcome of ono - or mor e games t he 
game of chance wherein each game of chance is played on the gaming machine is controlled by 
the master gaming controlk^r on the gaming ma^b i ae and wherein gaming machine includes an 
input mechanism for allowing the indicia of credit to be added to the gaming machine and an 
output mechanism for allowing a -player to receive the indicia of credit : 

determining under_control of the master gaming controller a game outcome for each of 
the one or more games of chance; 

rendering under control of the master gaming contrQller one or more two-dimensional 
images derived from a die tliree-dimensional object in ^ tfie three-dimensional gaming 
environment stored in the m^^mory device on the gaming machine, said rendering comprising, 
assembling a plurality of vertices defining surfaces of the three-dimensional 

o_bject from the three-dimensional geometrical description of the three-dimensional 

object; 

ap plying one or more of colors, textures, shades and COmbinatjons thereof to the 
three-dimensional object; and 

projecting a portion of the plurality of vertices defined in the three-dimensional 
gaming environment to a two-dimensional surface to generate the one or more two- 
dimensional images \vheretn the gaming machine is operable to render the one or more 
two-dimensional imj i ges in real-time while the game of chance_is bein.^ played on the 
gaming machine: an<i 

displaying under cortjol of the master gaming controller the one or more reixdered two- 
dimensional images to the display device on the gaming machine. 
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2. (Original) The method of claim 1, furth.er comprising: 

rendering a game outcome presentation for at least one of tte games of chance in the 3-D 
gaming environment and capturing the ganae outcome presentation on the one or more two- 
dimensional images. 

3. (Original) The method of claim 1, further comprising: 

reiidering a plurality' of game outcome presentations in the 3-D gaming environment and 
capturing two or more of th£5 game outcome presentations on at least one of the two-dimensional 
images. 

4. (Original) Tli e method of claim 1, further comprising: 

rendering a gaming machine maintenance operation in the 3-D gaming environment and 
capturing the gaming machine maintenance operation on the one or more two-dimensional 
images. 

5. (Original) Hie method of claim 1^ wherein the gaming machine maintenance 
operation is replacing printing media in a printer located on the gaming machine. 

6. (Original) The method of claim 1, further comprising; 

rendering a gaming raachine operational feature in the 3-D gaming environment and 
capturing the gaming machiiie operation feature on the one or more two-dimensional images. 

7- (Original) Ttie method of claim 6, wherein the gaming machine operational 
feature is selected from the :l7oup consisting of inserting a player tracking card in a card reader 
on the gaming machine, ent^sring an identification code on the gaming machine, pressing an input 
button on the ganging machine, inserting a printed ticket in a bill validator on the gaming 
machine and using an electronic key with a gaming device connected to the gaming machine. 

(Original) The method of claim 1, further comprising: 
rendering an attract mode feature in the 3-D gaming environment and capturing the 
attract mode feature on the one or more two-dimensional images wherein the attract mode 
feature is at least one of advertising, upcoming events, entertainment seivices and food services. 
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9. (Original) The meOiod of claim 1 , further comprising: 

rendering a promotional featxixe in the 3-D gaming environment and capturing the 
promotional feature On the one or more t\vo-dimensional images. 

10. (Original) The method of claim 1, further comprising: 

rendering casino information in the 3-D gaming environment and capturing the casino 
information on the one or more two-dimensional images. 

1 1 . (Original) The method of claim I, inrther comprising: 

rendering a bonus game presentation in the 3-D gaming environment and capturing the 
bonus game presentation on the one or more two-dimensional images. 

12. (Original) The method of claim 1, wherein the three-dimensional position of the 
3-D object is time var3/ing, 

13. (Original) The method of claim 12, wherein a rate of movement of the three- 
dimensional position of the 3-D object is time varying, 

14* (Original) Ttie method of claim 12, wherein the three-dimensional position of the 
3-D object changes at least one of continuously^ non-continuously and combinations thereof, 

1 5 , (Original) Ttis method of claim 1 , further comprising: 

receiving an input si^^nal to change the three-dimensional position of the 3-D object. 

16, (Original) Thi s method of claim 15, wherein the three-dimensional position of the 
3-D object is changed to enliirge a feature in the 3-D gaming environment displayed on the 
display device. 

17, (Original) The method of claim 1, farther comprising: 

displaying sunultaneously a portion of a rendered two-dimensional image on a first 
display device on the gamin^^j machine and the portion of the rendered two-dimensional image on 
a second display device on the gaming machine. 
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1 8. (Origiiial) The method of claim 1 , finther comprising: 

displaying simultam^ously a first portion of a rendered two-dimensional image on a first 
display device on the gaming machine and a second portion of the rendered two-dimensional 
image on a second display device on the gaming machine. 

19. (Original) T]:.e method of claim 1, fiirther comprising: 

displaying simultan<30usly a rendered two-dimensional image on a display device on a 
first gaming machine and tlie rendered twp-dimensional image on a display device on a second 
gaming machine. 

20- (Original) Tlie method of claim 1, fiirther corapiising: 

rendering a first two- dimensional image derived from a first three dimensional object in 
the 3-D gaming envirotoaerit; 

rendering a second tsvo-dimensional image derived from a second three dimensional 
object in the 3-D gaming en'/ironment; 

displaying simultaneously said first rendered two-dimensional image and said second 
rendered two-dimensional image on one or more display devices on the gaming machine. 

2L (Original) Ttie method of claim 1, further comprising; 

rendering a first two-dimensional image derived from a tbrae dimensional object in a first 
gaming environment; 

rendering a second t^vo-dimensional image derived from a three-dimensional object in a 
second gaming environment; 

displaying simultaneously said first rendered two-dimensional image and said second 
rendered two-dimensional image on one or more display devices on the gaming machine. 

22. (Original) Th.o method of claim 1, fiirther comprising; 

rendering a first two -dimensional image derived from a first three dimensional object in 
the 3-D gaming environmeni ; 

rendering a second tivo-dimensional image derived from a second three dimensional 
object in the 3-D gaming enxironment; 

displaying simultaneously said first rendered two-dimensional image on one or more 
display devices located on a first gaming machine and said second rendered two-dimensional 
image on one or more display devices on a second gaming machine, 
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23 . (Origmal) The method of claim 22,* wherein the first readexcd two-dimensional 
image displayed on tho first gaming machine aad the second rendered two-dimensional image 
displayed on the second ganiing machiue are used by two game players, one on the first gaxrdng 
machine and one on the second gaming machine^ to play a game against each other. 

24. (Original) The method of claim 22, wherein the first rendered two-dimensional 
image displayed on the first ganxlng machine and the second rendered two-dimensional image 
displayed on the second gaming machine are used by two game players, one on the first gaming 
machine and one on the second ganiing machines, to share a bonus game. 

25. (Original) Tlie method of claim 1, wherein the gaming environment comprises 
one or more 3-D object models defined by a plurality of surface elements. 

26. (Original) method of claim 25, wherein at least one of the 3-D object models is a 
3-D model of a slot reeL 

27. (Original) Ths method of claim 25, wherein at least one of the 3-D object models 
is a 3-D model of a gaming machine. 

28. (Original) Th s method of claim 25, wherein the one or more 3-D object models is 
a 3-D model of a casino. 

29. (Original) Th^? method of claim 25, wherein the position of at least one of the 3-D 
object models is time varying. 

30. (Original) Th(j method of claim 25, wherein at least one of the 3-D object models 
is at least one of an animate<3 3-D model of a person or a 3-D model of a fictional character. 

3 1 . (Original) Thit method of claim 1, wherein the game of chance is selected fi-om 
the group consisting of a slot game, a keno game, a poker game, a pachinko game, a video black 
jack game^ a bingo game, a baccarat game, a roulette game, a dice game and a card game. 

32. (Original) Tht: method of claim 1 > further comprising: 
ApplicatLon No. 09/927,901 6 
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receiving an input si^al to initiate one or more games of chance. 

33, (Original) The method of claim 1, further comprising: 
receiving a wager f<}r a first game and receiving a wager for a second game; and 
rendering a game outcome presentation for said first game and said second game in the 3- 
D gaming environment; 

34- (Original) Trie method of claim 1 , flirther comprising: 

receiving one or more input signals containing information xxsed to play the game of 

chance. 

35. (Original) Tho method of claim 1, further comprising: 

receiving one or moie input signals containing information xised to select a 3-D gaming 
environment for the game Ojf chance. 

36. (Original) The method of claim 35, fiirther comprising: 
displaying a menu ofgames of chance available on the gaming machine; 

receiving one or more inputs signals containing information used to select one or more of 
games of chance listed on said menu. 

37. (Original) Tlie method ofclaiml, wherein a rendered two-dimensional image 
displayed to the display device provides at least one of a perspective view^ a multiple perspective 
vieWj an orthogr^hic view or combiaations thereof. 

38. (Original) Tlie method of claim 1 , further comprising; 
generating an animated surface texture in the 3-D gaming environment. 

39. (Original) T&5 method of claim 38, wherein the animated surface texture is a 

movie, 

40. (Original) Th/^ method of claim 1, wherein the game of chance is multiple hands 
of a card game presented simultaneously. 
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41- (Original) The method of claim 40, wherein the multiple, hands of the card game 
are betwoon 1 hand of pokes to 1000 hands of poker. 

42. (Original) The method of claim 1 , further comprising: 

rendering a first two-dimensional image derived firom a three-object in a three- 
dimensional gaming environment stored in the memory device on the gaining machine; 

rendering a second i"*vo-dimensional image derived from a three-dimensional object ia 
the thxee^linxensional gaming environment stored in the memory device on the gaming machine; 

combining the first i:wo-dimcnsional image and the second two-dimensional image into a 
third image; 

displaying the third two-dimensional image to the display device on the gaming machine. 

43. (Original) Tlie method of claim 1, further comprising; 

storing one or more of the rendered t^vo-dimensionaI images to a memory device located 
on the gaming machine. 

44. (Original) The method of claim 43, whexehi the stored two-dimensional images 
are used to provide a game liistory. 

45- (Original) The method of claim 1, further comprising: 

rendering a first two-dimensional image derived from a first three-dimensional object in a 
three-dimensional gaming environment stored in the memory device on the gaming machine; 

rendering a second two-dimensional image derived from a second three-dimensional 
object in a three-dimensional gaming environment stored in the memory device on the gaming 
machine; 

generating a sequence of two-dimensional images wherein the first rendered two- 
dimensional image appears to moiph into the second rendered two-dimensional image during 
said sequence. 

Claims 46-90 (Cancelled). 
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91 . (Cuixentiy ^.mended) In a gaming machine cotaprising a master gaming 
controller, a display device and a memory device^ a method of playing a plurality games of 
chance, the method comprising: 

receiving a single wager of aa indicia of credit on outcorges for a pliirality of games of 
chance wherein the plurality of games of chance are controlled by the master gaming controller 
on the gaming machine and wherein gaming machine includes an input mechagism for allowing 
the indicia of credit to be added to the gaming machine and an output mechanism for allowing a 
player to receive the indicia of credit: 

determining mider control of the master garrdng controller a game outcome for each 
game of chance in the plurality games of chance; 

renderin g in real-tirrL S under control of the master gaming controller the plxuality of 
games of chance in a three dimensional gaming environment using three-dimensional 
geometrical descriptions of three-dunensional objects stored ra the memory device on the 
gaming machine; 

rendering in real-tiiii f ^ under control of the master gaming controller a first two- 
dimensional image derived from a first 3-D object in the three-dimensional gaming environment 
wherein the first two-dimens ional image comprises a first portion of the plurahty of rendered 
games of chance; 

displaying under control of the master gaming controller the first rendered two- 
dimensional image to the display device on the gaming machine; 

rendering in real-time under control of the master gaming controller a second two- 
dimensional image derived from a second 3-D object in the three-dimensional gaming 
enviromnent wherein the second two-dimensional image comprises a second portion of the 
rendered plurality of games of chance; 

displaying under conirol of the master gaming controller the second rendered two-image 
to the display device on the gaming machine. 

92. (Qrigtnal) Thi? method of claim 91, further comprising; 
receiving a wager for each of the plurality of games of chance, 

93. (Original) The method of claim 9 1 , fiirther comprising: 

rendering a sequences of two-dimensional images derived JBrom 3-D objects in the three- 
dimensional gaming enviroriinent wherein three-dimensional positions of the 3-D objects in the 
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sequence appear to vary coxitinuously between a three-dimensional position of a first 3-D object 
and a three-dimensional position of a second 3-D object. 

94- (Original) Wie method of claim 91, further comprising: 

selecting a first gam e of chance in the first portion of the plurality of rendered games of 

chance; 

making a wager on zho first game of chance; 
initiating the first ga:iie of ckance; 

selecting a second giime of chance in the second portion of the plurality of rendered 
games of chance; 

making a wager on the second game of chance; and 
initiating the second game of chance. 

95. (Original) The method of claim 91, wherein the plurality of games of chance are 
multiple hands of a card gaiiie presented simultaneously. 

96. (Original) The method of claim 95^ wherein the multiple hand$ of the card game 
are between 1 hand of pokei: to 1000 hands of poker, 

97. (Original) Tlie method of claim 91, wherein the game of chance is selected firom 
the group consisting of a slo t game, a keno game, a poker game, a pachinko garae, a video black 
jack game* a bingo game, a baccarat game, a roulette game, a dice game and a card game. 

98. (Original) Tti? method of claim 91,' further comprising: 

receiving an input si,|?aal to initiate at least one game of chance in the first portion of the 
plurality of rendered games of chance; and 

rendering a game outcome presentation for the at least one game of chance. 

99. (Original) Th/s method of claim 98, finther comprisiag: 
rendering a bonus gsme for the at least one game of chance, 

1 00 . (Origiaal) Tb e method of claim 9 1 , further comprising: 
Application No. 0^/927,90 1 1 0 
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receiving an input sigaal to initiate at least one game of chance in the second portion of 
the plurality of rendered games of chance; and 

rendering a game outcome presentation for the at least one game of chance. 



1 0 L (Original) The method of claim 1 00, further comprising: 
rendering a bonus gEime for the at least one game of chance. 

Claims 102-127. (aincelled) 
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